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(54) Three-dimensional interactive game system and advertising system using the same 



(57) Data regarding an advertising object is input 
through a three-dimensional polygon data input part 31 
and an attribute input part 32. A character management 
part 20 manages characters appearing in a game pro- 
vided by a game story providing part 10. A polygon as- 
signment part 41 assigns three-dimensional polygon 
data of the advertising object to the game character, and 
an attribute reflecting part 42 reflects attributes and per- 
formance of the advertising object on the game charac- 
ter, whereby the advertising object is reproduced as the 
game character in a three-dimensional virtual space. A 
user performs a game on a display part 70 through a 
game performing part 50. A story development control 
part 60 dynamically sets and changes an evaluation val- 
ue assigned to each scene and develops a story, there- 
by allowing the user to virtually experience the attributes 
and performance of the advertising object. For example, 
the game may be a driving game in which the user drives 
a new car model as the advertising object. 
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A game story providing part prepares 
and provides a game 
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A character management part detects characters 
appearing in the game provided by the game story 
providing part and manages each character 
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An advertigement provider inputs data regarding an 

advertising abject through a three-dimensional 
polygon data input part and an attribute input part 



A three-dimensional advertising character 
generating part uses a polygon assignment part to 
assing the three-dimensional polygon data of the 

advertising object to a selected character 



The three-dimensional advertising character 
generating part uses an attribute reflecting part to 
reflect attributes of the advertising object on 
those of the three-dimensional character 



A user starts performing the game through 
a user interface of a game performing part 



A story development control part dynamically sets 
an evaluation value assigned to each scene 
in a development of a game story 
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Description 

[0001] The present invention relates to a three-dimen- 
sional interactive game system, which allows a user to 
play a game by an interactive manipulation, using a 
three-dimensional character assigned a plurality of 
three-dimensional polygon data, the polygon data being 
contained in data downloaded to a user's digital image 
transmitting/receiving apparatus through a network me- 
dium capable of transmitting/ receiving a digital image, 
such as the Internet and a digital TV. in particular, the 
present invention relates to a three-dimensional inter- 
active game system which advertises one or more ob- 
jects by featuring them as characteristics or items within 
the game. An advertising system using the game sys- 
tem, as well as a program (which may be recorded on 
a storage medium) for implementing the system, are al- 
so provided. 

[0002] With the widespread use of a network system 
for transmitting/receiving digital data, such as the Inter- 
net and a digital TV, and the advancement of a multi- 
media processing technique, as in the World-Wide Web 
system, a computer technique allowing a user to capture 
digital data from the network and display it on a display 
device has been extensively developed. As the number 
of users of the Internet increases, the appealing power 
of such a network medium is becoming large, so that its 
use as an advertising medium has been started. 
[0003] Figure 1 3 illustrates an idea of the prior art in 
which an advertisement is displayed on a screen of a 
search engine used on the Internet. A search engine is 
often used on the Internet as a portal for initial connec- 
tion. Reference numeral 500 denotes a screen area 
dedicated to a search engine, 510 denotes a keyword 
input area in which a user inputs a keyword for finding 
a user's desired site and a keyword regarding the con- 
tent of user's interest, and 520 denotes an advertise- 
ment area. In the present example, although the adver- 
tisement area 520 is provided in an upper portion of a 
screen, it may be provided in a lower portion of the 
screen. Advertisements are not the intended use of a 
search engine, so that advertising letters are generally 
displayed in a small area having a button shape. The 
advertisement displayed in a portion of the screen is 
called a banner advertisement. 
[0004] The banner advertisement of the prior art is 
mainly displayed as letters in a small area having a but- 
ton shape for a predetermined period of time (e.g., 10 
seconds), and is often rotated with other advertise- 
ments. Furthermore, in the prior art, for the purpose of 
attracting attention, it is attempted to provide an eye- 
catching display such as simple animation processing 
(e.g., rotation and movement of letters), gradation, and 
flashing, in addition to a static text. Furthermore, the 
banner advertisement is not merely a message for at- 
tracting attention. The display area also is a button that 
is linked to a homepage of an advertisement provider. 
When a user finds a banner advertisement and is at- 



tracted to it, the user presses the button with a pointing 
device such as a mouse, whereby the user is connected 
to a homepage of an advertisement provider. 
[0005] The banner advertisement of the prior art is 
5 provided, based on the fact that a number of users are 
likely to see a search engine screen on the Internet. 
However, the main function of the banner advertisement 
lies in presenting a button linked to a homepage of an 
advertisement provider to a user (i.e., connection to a 
10 homepage of an advertisement provider), rather than in 
advertising any particular article. Therefore, although 
the banner advertisement is conspicuous as an eye 
catcher, it is merely displayed as a message for letting 
a user know a link destination of a homepage. 
15 [0006] Thus, the banner advertisement of the prior art 
has some problems. Firstly, the banner advertisement 
of the prior art cannot advertise appealing contents such 
as advantageous points and a function of an advertising 
article. The banner advertisement is merely a message 
20 or logo that lets a user know a link destination of a 
homepage, so that an advertisement provider cannot 
provide an advertisement of an article directly to a user 
by using the banner advertisement. Unless a user clicks 
on an icon of the banner advertisement for connection 
25 to a homepage, an article itself cannot be advertised. 
[0007] Secondly, with the banner advertisement of the 
prior art, even if a user is attracted to an advertised ar- 
ticle, the user cannot get information on the article un- 
less the user clicks on an icon of the banner advertise- 
30 ment for connection to a homepage. Furthermore, a us- 
er who is trying to find another site by using a search 
engine may be sidetracked into connection to a 
homepage of an advertisement provider of the banner 
advertisement, thereby incurring extra time and costs 
35 on the way to a target site. Accordingly, it is unrealistic 
to expect that many users will access a homepage of a 
banner advertisement provider. 
[0008] Thirdly, according to the banner advertisement 
of the prior art, only two-dimensional words or signs are 
40 displayed, which let a user know a link destination of a 
homepage, and an advertising object itself cannot be 
displayed three-dimensionally. Therefore, the advertis- 
ing information amount is very small. According to ad- 
vertisement using a TV or a pamphlet, it is possible to 
45 allow the advantageous points of attributes of an adver- 
tising article to appeal to users, whereas the banner ad- 
vertisement of the prior art merely displays a connection 
site and cannot advertise an article itself. Furthermore, 
in the case of articles displayed in an actual shop, a user 
50 can pick up the articles to confirm the attributes thereof 
such as a function and performance. 
[0009] In view of the above, it would be ideal if an ad- 
vertising article could be displayed three-dimensionally, 
and could allow a user to perform an interaction or ma- 
55 nipulation with the article in a virtual reality-like manner. 
[0010] Therefore, with the foregoing in mind, an em- 
bodiment of the present invention may provide an ad- 
vertising system using a three-dimensional interactive 
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game system, which displays an advertising article 
three-dimensionally, allows a user to perform an inter- 
active manipulation close to virtual reality, and in which 
the display of the advertising article contains a great 
amount of advertising information. This system allows 
a user to interactively experience the advertising article 
in a three-dimensional virtual space, provides a user 
with an incentive to spend time learning about the ad- 
vertising article, and dynamically adjusts a method for 
providing an advertisement in accordance with user's 
inclination. 

[0011] An embodiment of the present invention may 
also provide an advertising system using a three-dimen- 
sional interactive game system that does not inhibit the 
use of a digital image transmitting/receiving apparatus 
(user's main purpose), and allows a user to naturally 
recognize, and see and hear an advertising object. 
[001 2] Furthermore, an embodiment of the present in- 
vention may provide an advertising system using a 
three-dimensional interactive game system that gives 
an advertisement without requiring a connection to a 
network, unlike a connection to a homepage via the ban- 
ner advertisement of the prior art. 
[0013] Still further, a three-dimensional interactive 
game system embodying the present invention may in- 
clude a three-dimensional character, which has prede- 
termined attributes and is assigned a plurality of three- 
dimensional polygon data, so that the three-dimensional 
character replaces an object to be displayed as a char- 
acter in an interactive game, wherein a user is allowed 
to perform an interactive manipulation through a user 
interface, using the three-dimensional character that re- 
places the object in the interactive game, thereby play- 
ing the game. 

[0014] Because of the above-mentioned structure, a 
three-dimensional character, which has predetermined 
attributes and is assigned a plurality of three-dimension- 
al polygon data, is three-dimensionally displayed so as 
to replace an object to be displayed as a character in an 
interactive game, and a user is allowed to perform an 
interactive manipulation close to virtual reality (such as 
driving a car in a driving simulation) and to experience 
the three-dimensional character having the attributes in 
a three-dimensional virtual space through a game oper- 
ation (e.g. characteristics of the car). The object is in- 
tended to express a character appearing in the interac- 
tive game, and by assigning specific three-dimensional 
polygon data and attributes of the object to the charac- 
ter, a game character having a specific outer appear- 
ance and attributes can be obtained from the object. 
[0015] A first advertising system using a three-dimen- 
sional interactive game system of the present invention 
includes: a setting part for setting a three-dimensional 
advertising character in an interactive game, which has 
predetermined attributes and which is assigned three- 
dimensional polygon data of an advertising object, as a 
game character in a three-dimensional virtual space 
(acting as a "stage set" in which the game takes place); 



and a game performing part for allowing a user to inter- 
actively manipulate the three-dimensional advertising 
character through a user interface, wherein the adver- 
tising object is advertised by allowing the user to virtual ly 
5 experience the advertising object in the three-dimen- 
sional virtual space. 

[0016] Because of the above-mentioned structure, an 
advertising article is three-dimensionally displayed, a 
user controls the article in some way within a VR-like 

10 environment, the advertising information amount of the 
advertising object is increased through a game opera- 
tion, and the user can interactively experience the ad- 
vertising object in a three-dimensional virtual space. If 
the advertising system of the present invention is placed 

15 in a shop, the advertising article can be effectively ad- 
vertised, which leads to the enhancement of service to 
(and interest from) customers. 

[0017] A second advertising system using a three-di- 
mensional interactive game system of the present in- 
20 vention includes: a game story providing part for, in a 
case where there are a plurality of selectable scenes to 
be developed after a certain scene, providing an inter- 
active game story in which a next scene is determined 
based on an evaluation value of the certain scene for 
25 evaluating which scene is to be developed next; a char- 
acter management part for managing characters ap- 
pearing in a game; a three-dimensional polygon data in- 
put part for inputting three-dimensional polygon data of 
an advertising object; a three-dimensional advertising 
30 character generating part for generating a three-dimen- 
sional advertising character, provided with a polygon as- 
signment part for assigning the three-dimensional poly- 
gon data of the advertising object to a character selected 
from the characters managed by the character manage- 
rs ment part; a story development control part for dynam- 
ically setting an evaluation value to be assigned to each 
scene in a development of a game story; and a game 
performing part for performing a game through a user 
interface, wherein the story development control part 
40 dynamically sets an evaluation value of a scene, in 
which the three-dimensional advertising character ap- 
pears, to be higher than an evaluation value of a scene 
in which the three-dimensional advertising character 
does not appear, and the scene including the advertising 
45 object is preferentially displayed and advertised to a 
game user. 

[0018] Because of the above-mentioned structure, a 
user can naturally recognize, and see and hear an ad- 
vertising object as a game character, while enjoying an 

50 interactive game as a main purpose. Furthermore, the 
development of a game story can be dynamically in- 
duced (constructed) to obtain a scene in which selling 
points of the advertising object are emphasized, where- 
by the advertising object can be effectively displayed 

55 and advertised. 

[0019] In the case where there are a plurality of ad- 
vertising objects, it is preferable that the advertising sys- 
tem using a three-dimensional interactive game system 
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of the present invention includes: an advertising ratio 
input part for inputting advertising ratios of the respec- 
tive advertising objects; and an advertising amount 
comparing part for detecting advertising amounts of the 
respective advertising objects and comparing them with 5 
each other, wherein the three-dimensional polygon data 
input part is used for inputting three-dimensional poly- 
gon data of the plurality of advertising objects, the three- 
dimensional advertising character generating part as- 
signs the three-dimensional polygon data of the adver- 10 
tising objects to each selected character to generate re- 
spective three-dimensional advertising characters, the 
advertising amount comparing part compares the ad- 
vertising amounts of scenes with each other in which 
the three-dimensional advertising characters appear, 15 
and the story development control part dynamically ad- 
justs evaluation values of the scenes in which the three- 
dimensional advertising characters appear so that the 
compared advertising amounts of the advertising ob- 
jects become close to the advertising ratios. 20 
[0020] Because of the above-mentioned structure, in 
the case where there are a plurality of advertising ob- 
jects, each advertising object can be advertised with an 
appropriate balance (i.e. in desired proportions of time 
and/or size) so that the advertising amount of each ad- 25 
vertising object becomes close to a set advertising ratio. 
[0021] Furthermore, the second advertising system 
using a three-dimensional interactive game system of 
the present invention may include an attribute input part 
for inputting attributes of the advertising object, the 30 
three-dimensional advertising character generating part 
including an attribute reflecting part for reflecting the in- 
put attributes of the advertising object on attributes of 
the three-dimensional advertising character, whereby 
the game user is allowed to virtually experience the at- 35 
tributes of the advertising object, and advantageous 
points of the advertising object can appeal to the game 
user. 

[0022] Furthermore, in the advertising system using 
a three-dimensional interactive game system of the 40 
present invention, it is preferable that a three-dimen- 
sional advertising character and a comparative charac- 
ter that belong to the same category appear in the game 
story provided by the game story providing part, the 
game story including a comparative advertising scene 45 
showing advantageous points of the three-dimensional 
advertising character, which is a difference between the 
three-dimensional advertising character and the com- 
parative character, the three-dimensional polygon data 
input part is used for inputting three-dimensional poly- so 
gon data of an advertising object and three-dimensional 
polygon data of a comparative object, the attribute input 
part is used for inputting attributes of the advertising ob- 
ject and attributes of the comparative object, the char- 
acter generating part uses the polygon assignment part 55 
to assign the three-dimensional polygon data of the ad- 
vertising object to a character to form a three-dimen- 
sional advertising character, and to assign the three-di- 



mensional polygon data of the comparative object to a 
character to form a three-dimensional comparative 
character; and the character generating part uses the 
attribute reflecting part to reflect the input attributes of 
the advertising object on attributes of the three-dimen- 
sional advertising character, and to reflect the input at- 
tributes of the comparative object on attributes of the 
three-dimensional comparative character, and the story 
development control part dynamically sets the compar- 
ative advertising scene at a higher value, thereby pref- 
erentially displaying and advertising the advantageous 
points of the advertising object to the game user. 
[0023] Because of the above-mentioned structure, a 
user can experience an advertising object in a three-di- 
mensional interactive manner in relation to a compara- 
tive object, and the advantageous points of the adver- 
tising object can appeal to users. 
[0024] Furthermore, the above-mentioned advertis- 
ing system may include an advertising action knowledge 
accumulating part for accumulating an advertising ac- 
tion to be performed by the three-dimensional advertis- 
ing character as knowledge, wherein a scene for adver- 
tising the advertising object is autonomously generated, 
using knowledge in the advertising action knowledge 
accumulating part. Because of this, an advertising sys- 
tem can be efficiently constructed without giving de- 
tailed setting and instructions. 

[0025] Furthermore, the above-mentioned advertis- 
ing system includes: an advertising cooperation action 
setting part for setting a predetermined manipulation us- 
ing the three-dimensional advertising character as an 
advertising cooperation action; and a prize providing 
part for determining an amount of a prize to be provided, 
in accordance with a performing state of the set adver- 
tising cooperation action, and providing the prize, 
wherein the prize is used as an incentive to allow a user 
to perform the advertising cooperation action through a 
manipulation of the three-dimensional advertising char- 
acter, and to allow the user to experience the advertising 
object assigned to the three-dimensional advertising 
character. 

[0026] Furthermore, the above-mentioned advertis- 
ing system includes a user's inclination detecting part 
for detecting user's inclination, wherein the story devel- 
opment control part dynamically changes a develop- 
ment of a story based on the detected user's inclination 
(e.g. skill level). Because of this, advertising can be per- 
formed taking the user's inclination into account. 
[0027] These and other advantages of the present in- 
vention will become apparent to those skilled in the art 
upon reading and understanding the following detailed 
description with reference to the accompanying figures, 
in which:- 

Figure 1 is a block diagram showing a schematic 
structure of an advertising system using a three-di- 
mensional interactive game system in Embodiment 
1 according to the present invention. 
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Figure 2 illustrates an idea of dynamic setting of an 
evaluation value assigned to each scene and a 
state where scenes are being developed by a story 
development control part. 

Figure 3 is a flow chart showing an operation of an 
advertising system using a three-dimensional inter- 
active game system in Embodiment 1 according to 
the present invention. 

Figure 4 schematically shows a state where a three- 
dimensional advertising character of a car model to 
be advertised is generated. 
Figure 5 is a block diagram showing a schematic 
structure of an advertising system using a three-di- 
mensional interactive game system in Embodiment 
2 according to the present invention. 
Figure 6 shows a state where the advertising 
amount of an advertising object is set and changed 
so as to be close to an advertising ratio, whereby a 
story is induced. 



the characters take on the appearance, as well as other 
properties of the advertising objects, and a user experi- 
ences the three-dimensional advertising characters by 
playing a game in the interactive game system. Need- 

5 less to say, the present invention is not limited to a three- 
dimensional advertising character. The present inven- 
tion is also applicable to a system that provides a user 
with virtual experience of an object, such as those used 
in an education system (e.g., a human body model for 

10 medical education, a car model for a driving instruction). 
[0029] Herein, a character is intended to include any 
kind of product or article such as a car, a TV, and juice. 
The term "character" includes some kind of representa- 
tion (which may be stylised) of the item being advertised. 

15 

Embodiment 1 

[0030] An advertising system using a three-dimen- 
sional interactive game system in Embodiment 1 dis- 
plays an advertising article in a three-dimensional man- 
ner, allows a user to perform an interactive manipulation 
close to virtual reality, and increases the advertising in- 
formation amount of the advertising object. The adver- 
tising system provides a user with an interactive game, 
in which the user can naturally recognize an advertising 
object as a character of the game while enjoying the 
game, and a game story is dynamically induced (devel- 
oped or influenced) so that the user sees the character 
as many times as possible. Thus, the advertising system 
effectively displays and advertises an advertising ob- 
ject. For example, if the advertising system is placed in 
a shop, articles for sale can be effectively advertised, 
which leads to the enhancement of service for custom- 
ers, improving their level of knowledge of, or interest in, 
the advertised objects (products). 
[0031] The advertising system will be described as- 
suming that an advertising object is a particular car mod- 
el "b" of an advertisement provider. 
[0032] Figure 1 is a block diagram showing a sche- 
matic structure of an advertising system using a three- 
dimensional interactive game system in Embodiment 1 
according to the present invention. In actual implemen- 
tation, the components of the advertising system may 
be composed of dedicated devices. It may also be pos- 
sible that processing steps are described as computer 
software using a CPU, a memory, and the like. 
[0033] In Figure 1, reference numeral 10 denotes a 
game story providing part, 20 denotes a character man- 
agement part, 30 denotes a data input part, 31 denotes 
a three-dimensional polygon data input part, 32 denotes 
an attribute input part, 40 denotes a three-dimensional 
advertising character generating part, 41 denotes a pol- 
ygon assignment part, 42 denotes an attribute reflecting 
part, 60 denotes a story development control part, 50 
denotes a game performing part, 51 denotes a user in- 
terface (l/F), 70 denotes a display part, 80 denotes a 
communication interface (l/F), and 90 denotes a net- 
work. In Figure 1, a CPU, a memory, and various devic- 



Figure 7 is a block diagram showing a schematic 20 
structure of an advertising system using a three-di- 
mensional interactive game system in Embodiment 

3 according to the present invention. 
Figure 8 is a flow chart showing exemplary process- 
ing of a comparative advertisement by an advertis- 25 
ing system using a three-dimensional interactive 
game system in Embodiment 3 according to the 
present invention. 

Figure 9 is a block diagram showing a schematic 
structure of an advertising system using a three-di- 30 
mensional interactive game system in Embodiment 

4 according to the present invention. 
Figure 10 is a block diagram showing a schematic 
structure of an advertising system using a three-di- 
mensional interactive game system in Embodiment 35 

5 according to the present invention. 
Figure 11 is a block diagram showing a schematic 
structure of an advertising system using a three-di- 
mensional interactive game system in Embodiment 

6 according to the present invention. 40 
Figure 1 2 shows an example of a recording medium 
on which a processing program of an advertising 
system using a three-dimensional interactive game 
system in Embodiment 8 according to the present 
invention is recorded. 45 
Figure 13 illustrates an idea for displaying an ad- 
vertisement on a search engine screen used on the 
Internet in the prior art. 

Embodiments 50 

[0028] Hereinafter, a three-dimensional interactive 
game system of the present invention and an advertis- 
ing system using the same will be described. In this em- 
bodiment, an advertising system will be exemplified, in 55 
which three-dimensional polygon data of a plurality of 
advertising objects having predetermined attributes are 
assigned to characters of an interactive game so that 
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es required for controlling a computer system are not 
shown. Each component of the advertising system us- 
ing a three-dimensional interactive game system may 
be a dedicated device, or a library describing the 
processing steps thereof as software. 5 
[0034] The game story providing part 10 provides an 
interactive game story in which, in the case where there 
are a plurality of scenes to be developed after a certain 
scene, a next scene is determined in accordance with 
an evaluation value (e.g. result or score) of the certain 10 
scene for evaluating which scene is to be developed 
next. The game story providing part 10 includes a game 
memory. There is no particular limit to a game provided 
by the game story providing part 10; however, if the 
game story providing part 10 provides a game that is 15 
attractive to a user, the user is motivated to use the ad- 
vertising system. It is possible that a plurality of games 
are prepared. In this case, a user may be allowed to se- 
lect a preferred game from a game menu. The game 
story providing part 1 0 may previously store games in a 20 
game memory. Alternatively, the game story providing 
part 10 may have a structure in which a game is down- 
loaded from the network 90 through the communication 
interface 80 in accordance with the user's selection from 
a game menu. 25 
[0035] The character management part 20 manages 
a character that appears in a game. The character man- 
aged by the character management part 20 is previously 
set in a game. It will be appreciated that there may be 
a plurality of characters. Data regarding an advertising 30 
article is assigned to a selected character by the polygon 
assignment part 41 and the attribute reflecting part 42, 
as described later. 

[0036] The data input part 30 is used for inputting data 
regarding an advertising object, and includes the three- 35 
dimensional polygon data input part 31 for inputting 
three-dimensional polygon data of an advertising object 
and an attribute input part 32 for inputting an attribute 
of the advertising object. Herein, three-dimensional pol- 
ygon data also contains texture data. Furthermore, *o 
herein, attributes include characteristics, a function, 
properties based on material, color, weight, etc. of the 
advertising object. Assuming that a character is a car, a 
shape, color, and the like are input as three-dimensional 
polygon data, and fuel economy of an engine, brake per- 45 
formance including the presence/absence of an ABS 
(anti-lock brake system), characteristics of mounted au- 
dio equipment, and the like are input as attributes. Data 
of a plurality of objects to be advertised may be previ- 
ously registered. For example, in the case of advertise- so 
ment of a car, a plurality of car models to be advertised 
may be prepared. 

[0037] The three-dimensional advertising character 
generating part 40 includes the polygon assignment part 
41 and the attribute reflecting part 42. The character 55 
generating part 40 generates a three-dimensional ad- 
vertising character of an advertising object in a three- 
dimensional virtual space by assigning three-dimen- 



sional polygon data to a character selected from those 
managed by the character management part 20 (shape 
adjustment) and reflecting attribute information on the 
selected character (attribute adjustment). The polygon 
assignment part 41 assigns three-dimensional polygon 
data, which is selected from the advertising object, to 
the selected character. The attribute reflecting part 42 
reflects input attributes of the advertising object on those 
of the three-dimensional character assigned three-di- 
mensional data by the polygon assignment part 41 . Be- 
cause of the character assignment processing and at- 
tribute reflection processing, the advertising object is re- 
produced as a three-dimensional advertising character 
in a three-dimensional virtual space. Thus, according to 
the advertising system of the present invention, a three- 
dimensional advertising character can be provided, so 
that the advertising information amount becomes much 
larger than that of the banner advertisement of the prior 
art based on a two-dimensional text. Furthermore, the 
advertising object is reproduced as a three-dimensional 
advertising character, so that a user can virtually expe- 
rience the advertising object through the three-dimen- 
sional advertising character in a three-dimensional vir- 
tual space. 

[0038] The game performing part 50 is a controller for 
executing read of a game from a game memory. More 
specifically, the game performing part 50 performs a 
game provided by the game story providing part 10 
based on a user manipulation. The game performing 
part 50 includes a user interface 51 such as a mouse, 
a keyboard, a joystick, and a voice input device. 
[0039] The story development control part 60 dynam- 
ically sets an evaluation value assigned to each scene 
in development of a game story. Figure 2 illustrates an 
idea of dynamically setting an evaluation value assigned 
to each scene by the story development control part 60. 
In Figure 2, each node corresponds to each scene pro- 
vided by the story providing part 1 0, and each branching 
shows a state where a story is being developed. Each 
branch from each node represents a path to a next 
scene to be developed. Each branch is classified on the 
basis of user's input action, and a numerical value on 
the side of each branch represents an evaluation value 
assigned to each scene. The story development control 
part 60 dynamically sets and changes evaluation val- 
ues. Regarding the development of a story, a node (i.e., 
a next scene) from a certain node is selected based on 
user's action and an evaluation value assigned to each 
branch. The description will be made later regarding the 
state where the story is being developed and the state 
where the story is influenced by dynamic setting and 
change in evaluation values. 

[0040] The display part 70 displays a stage set (game 
setting or background) and a character in a virtual space 
of a three-dimensional interactive game, and the move- 
ment of the character. The display part 70 includes var- 
ious kinds of devices required for display such as a mon- 
itor as a display device. 
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[0041] The communication interface 80 includes var- 
ious kinds of devices and communication software re- 
quired for controlling a data input/output with respect to 
the network 90, and enables data to be input/output in 
accordance with a predetermined protocol on the net- 5 
work 90. 

[0042] The network 90 is the Internet or the like. 
[0043] Next, the operation of the advertising system 
using a three-dimensional interactive game system ac- 
cording to the present invention shown in Figure 1 will 10 
be described with reference to a flow chart in Figure 3. 
In the following example, it is assumed that the adver- 
tising system is placed in a car dealer, an advertising 
object is a car of a particular car model "b" and a game 
is prepared in which a car appears. For example, it is *5 
assumed that a user drives a car of the particular car 
model "b" on a three-dimensional virtual street, and 
chases and catches an artificial creature that is a mascot 
character of the car of the particular car model "b". 
[0044] First, the game story providing part 10 pre- 20 
pares games (Operation 301). For example, a user se- 
lects a desired game from a game menu displayed on 
the display part 70. The selected game is downloaded 
by the user from the network 90 through the communi- 
cation interface 80. In this example, it is assumed that 25 
games are prepared in which cars appear in a game 
menu, and a game is selected by a user and download- 
ed from the network 90. The game story providing part 
10 stores the downloaded game in the game memory 
and provides the game by using the game memory and 30 
the game performing part 50. 

[0045] Next, the character management part 20 de- 
tects characters to be used in the game provided by the 
game story providing part 10, and manages each char- 
acter (Operation 302). In this example, it is assumed that 35 
car characters "A" and "B" are selected as those appear- 
ing in the game provided by the game story providing 
part 10. 

[0046] Next, an advertisement provider inputs data 
regarding advertising objects through the three-dimen- *o 
sional polygon data input part 31 and the attribute input 
part 32 for inputting attributes of the advertising objects 
(Operation 303). In this example, three-dimensional pol- 
ygon data (containing texture data) such as the shape 
and color of a plurality of car models "a" to "c M that are 45 
to be advertising objects are input through the three-di- 
mensional polygon data input part 31. Furthermore, at- 
tribute information of the car models "a" to "c" such as 
fuel economy of an engine, brake performance, and 
characteristics of mounted audio equipment, is input 50 
through the attribute input part 32. It is assumed that the 
car model "b" has high brake performance due to the 
use of an ABS. 

[0047] Next, the polygon assignment part 41 deter- 
mines a car model to be assigned to a selected charac- 55 
ter, and assigns three-dimensional polygon data of the 
car model to the character (Operation 304). In Operation 
304, the outer appearance of the selected character be- 



comes that of the selected advertising object. In this ex- 
ample, it is assumed that the character "A" and the car 
model "b" are selected. More specifically, the three-di- 
mensional polygon data, the texture data, and the like 
of the car model "b" are assigned to the character "A" 
and the outer appearance of the character "A" becomes 
that of the car model "b". Figure 4 schematically shows 
the state where a three-dimensional advertising charac- 
ter of the car model "b" is generated in Operation 304. 
There are default characters before car models are as- 
signed thereto in an interactive game virtual space. In 
this example, there are three car models "a" to "c" as 
three-dimensional polygon data of advertising objects, 
and the three-dimensional polygon data of the car model 
"b" is selected and assigned to the default character in 
the interactive game virtual space. 
[0048] Next, the attribute reflecting part 42 reflects 
(imposes) the attributes of the advertising object on 
those of the three-dimensional character (Operation 
305). In Operation 305, the attributes of the selected 
character become those of the advertising object, and 
the character has the outer appearance and attributes 
of the advertising object, whereby the advertising object 
is reproduced in the three-dimensional virtual space. 
Herein, the attribute information of the car model "b", 
such as fuel economy of an engine, brake performance, 
and characteristics of mounted audio equipment, are 
assigned to the character "A". It is assumed that the car 
model "b" has high brake performance due to ABS. The 
car model "b" is reproduced as a three-dimensional ad- 
vertising character in the three-dimensional virtual 
space. Since the car model "b" is reproduced as a three- 
dimensional advertising character as described above, 
a user can virtually experience the car model "b" that is 
the advertising object through the three-dimensional ad- 
vertising character in the three-dimensional virtual 
space. 

[0049] Next, a user starts playing a game through the 
user interface 51 (Operation 306). The selected game 
is started, and a user plays the game through the user 
interface 51 such as a mouse. A three-dimensional vir- 
tual space that is to be a stage set of the game is dis- 
played on the display part 70, and various characters 
appear and behave in accordance with the progress of 
the game. 

[0050] Next, the story development control part 60 dy- 
namically sets an evaluation value assigned to each 
scene in development of a game story (Operation 307). 
A story is induced to (constructed around) the scenes 
in which the character assigned three-dimensional data 
of an advertising medium appears. This state will be de- 
scribed with reference to Figure 2. It is assumed that the 
current story has reached a node 203. Among the nodes 
shown in Figure 2, a node 205 represents a scene in 
which the artificial creature suddenly cuts across an in- 
tersection, and other nodes represent scenes in which 
the artificial creature does not appear. Herein, the story 
development control part 60 controls so that a scene in 
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which the artificial creature appears is provided as a 
next scene, and dynamically increases the evaluation 
value of the branch with respect to the node 205 to 0.7, 
for example. Herein, in the case where user's action is 
n1 at the node 203, the evaluation values assigned to 5 
the nodes 204, 205, and 206 are 0.2, 0.7, and 0.1, re- 
spectively, so that the scene represented by the node 
205 will be shown next. 

[0051] At the node 205, a user chases the artificial 
creature, so that the user is likely to step on the brake, 10 
trying to suddenly turn at an intersection. If the user 
steps on the brake, the user can experience the ABS 
function provided as part of the brake system of the ac- 
tual car model "b H , in a virtual driving process in a three- 
dimensional virtual space. 15 
[0052] The story development control part 60 controls 
the development of a game story in Operation 307. 
[0053] As described above, the advertising system 
using a three-dimensional interactive game system in 
Embodiment 1 displays an advertising article in a three- 20 
dimensional manner, allows a user to interact with the 
article in a manner similar to virtual reality, and increases 
the advertising information amount of the advertising 
object. The advertising system provides a user with an 
interactive game, in which the user can learn about an 25 
advertising object in a natural way as a character of the 
game while enjoying the game, and the development of 
a game story is dynamically determined so that there 
are many scenes in which the user can experience the 
advantageous points of the three-dimensional advertis- 30 
ing character. Thus, the advertising system effectively 
displays and advertises an advertising object. 

Embodiment 2 

35 

[0054] In Embodiment 2, the case will be described 
where there are a plurality of advertising objects in the 
advertising system using a three-dimensional interac- 
tive game system according to the present invention. 
The advertising system in Embodiment 2 includes an 40 
advertising ratio input part for inputting advertising ratios 
of the respective advertising objects. A three-dimen- 
sional polygon data input part is used for inputting three- 
dimensional polygon data of the advertising objects, and 
a three-dimensional advertising character generating 45 
part generates the advertising objects as three-dimen- 
sional advertising characters in a three-dimensional vir- 
tual space. A story development control part dynamical- 
ly adjusts an evaluation value of each scene in which 
characters assigned the advertising objects appear so so 
that the actual advertising amount of each object ap- 
proaches a preset ratio (advertising ratio). Thus, the ad- 
vertising system effectively displays and advertises all 
of the advertising objects to a game user, without ne- 
glecting any of the objects. 55 
[0055] Figure 5 is a block diagram showing a sche- 
matic structure of the advertising system using a three- 
dimensional interactive game system in Embodiment 2 



according to the present invention. In actual implemen- 
tation, the components of the advertising system may 
be composed of dedicated devices. It may also be pos- 
sible that processing steps are described as computer 
software using a CPU, a memory, and the like. 
[0056] As shown in Figure 5, in addition to the game 
story providing part 10, the character management part 
20, the data input part 30, the three-dimensional poly- 
gon data input part 31, the attribute input part 32, the 
three-dimensional advertising character generating part 
40, the polygon assignment part 41 , the attribute reflect- 
ing part 42, the story development control part 60, the 
game performing part 50, the display part 70, the com- 
munication interface 80, and the network 90, the adver- 
tising system in the present embodiment includes an ad- 
vertising ratio input part 110 and an advertising amount 
comparing part 120. In Figure 5, a CPU, a memory, and 
various devices required for controlling a computer sys- 
tem are not shown. Each component of the advertising 
system using a three-dimensional interactive game sys- 
tem may be a dedicated device, or a library describing 
the processing steps thereof as software. 
[0057] The advertising ratio input part 110 is used for 
inputting advertising ratios of the respective advertising 
objects in the case where there are a plurality of adver- 
tising objects. An advertising ratio refers to a numerical 
value indicating the degree to which a user sees an ad- 
vertising object. As an advertising ratio becomes higher, 
the degree to which the object is presented becomes 
higher. By setting an advertising ratio, the following are 
made possible. For example, in the case where there is 
an object that is desired to be emphasized among a plu- 
rality of advertising objects, the ratio of the advertising 
amount of the object can be increased, and in the case 
where there are a plurality of advertisement providers, 
the ratios of the advertising amounts among them can 
be determined. There is also an advantage in that the 
advertising amounts of the respective advertising ob- 
jects can be set with an appropriate balance in accord- 
ance with the advertising ratios. If only an advertising 
priority is set, an advertising object with the highest pri- 
ority is preferentially displayed, while the other advertis- 
ing objects are not expected to be displayed. According 
to the advertising system using a three-dimensional in- 
teractive game system in Embodiment 2, in order to ad- 
vertise each advertising object with an appropriate bal- 
ance, the ratios of the respective advertising amounts 
are set. 

[0058] The advertising amount comparing part 120 
detects and compares the advertising amount that indi- 
cates how long or how often a scene displaying each 
advertising object is displayed and advertised in the de- 
velopment of a game story. Herein, the advertising 
amount can be detected based on the number of scenes 
in which an advertising object has been displayed or 
based on the display time of the advertising object. Fur- 
thermore, as one method for detecting an appealing de- 
gree to a user, a product of a display area and a display 
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time on a display screen can be determined as the ad- 
vertising amount. 

[0059] Furthermore, in Embodiment 2, since there are 
a plurality of advertising objects, each element is adapt- 
ed to deal with a plurality of advertising objects. The data 5 
input part 30 receives an input of data on a plurality of 
advertising objects. 

[0060] The three-dimensional advertising character 
generating part 40 generates the respective three-di- 
mensional advertising characters. More specifically, the 10 
polygon assignment part 41 assigns three-dimensional 
polygon data to characters selected with respect to the 
respective advertising objects. Furthermore, the at- 
tribute reflecting part 42 reflects attribute data of the re- 
spective advertising objects on those of the correspond- * 5 
ing characters. Thus, a plurality of three-dimensional 
advertising characters are reproduced, so that a user 
can virtually experience a plurality of advertising objects 
together in one game through the three-dimensional ad- 
vertising characters in a three-dimensional virtual 20 
space. 

[0061] The story development control part 60 dynam- 
ically sets an evaluation value of each scene showing 
the three-dimensional advertising characters assigned 
the advertising objects, in such a manner that the ad- 25 
vertising amounts of the advertising objects become 
close to the advertising ratios, thereby developing a sto- 
ry. 

[0062] Figure 6 shows the state where evaluation val- 
ues are dynamically set and changed so that the adver- 30 
tising amounts of the advertising objects become close 
to the advertising ratios, whereby a story is developed. 
[0063] It is assumed that advertising objects are car 
models "a" and "b" and a game including scenes in 
which a user walking on a virtual street comes across a 35 
car is performed. It is also assumed that the advertising 
ratios of the car models "a" and "b" are 0.7 and 0.3, re- 
spectively. 

[0064] There are nodes 504 to 506 under a node 503. 
The node 505 represents a scene in which a user comes *o 
across the car model "a" that is an advertising object in 
the development of a story, and the node 506 represents 
a scene in which a user comes across the car model "b" 
that is also an advertising object in the development of 
a story. It is assumed that the evaluation values of the ^5 
nodes 504, 505, and 506 in a default game story are 
0.1,0.7, and 0.2. 

[0065] It is assumed that a user is playing a game, 
and the story has proceeded from the node 501 to the 
node 503. In the case of not considering an advertising so 
ratio, the story proceeds to the node 505 in accordance 
with the amount of the evaluation value to obtain a scene 
in which the user comes across a three-dimensional ad- 
vertising character of the car model "a". However, ac- 
cording to the advertising system using a three-dimen- 55 
sional interactive game system in Embodiment 2, in the 
development of the story, the advertising amounts are 
detected and compared, which indicate how long or how 



often the car model "a" and the car model "b" have been 
displayed and advertised until now. In this example, the 
advertising amounts are detected based on the number 
of scenes in which the advertising objects have been 
displayed. Herein, it is assumed that the advertising 
amounts of the car models "a" and "b" are 0.8 and 0.2, 
respectively. 

[0066] Since the advertising ratios of the car models 
"a" and "b" are 0.7 and 0.3, and the actual advertising 
amounts of the car models "a" and "b" are 0.8 and 0.2, 
it is understood that the advertising amount of the car 
model "a" is slightly excessive in the development of the 
game story so far. Then, the story development control 
part 60 sets the node 506 at a higher evaluation value 
so that the actual advertising amounts of the car models 
"a" and "b" become close to the desired ratios, i.e., so 
as to obtain a scene in which a three-dimensional ad- 
vertising character of the car model "b" appears. For ex- 
ample, the evaluation values of the nodes 504, 505, and 
506 are set to be 0.1, 0.2, and 0.7, respectively. 
[0067] As a result of dynamic setting and change in 
the evaluation values by the story development control 
part 60, considering the advertising ratios, the story pro- 
ceeds to the node 506 in accordance with the amount 
of the evaluation value to obtain a scene in which a user 
comes across the three-dimensional advertising char- 
acter of the car model "b". 

[0068] Since the story has proceeded to the node 506, 
the advertising amounts of the car models "a" and "b" 
of 0.8 and 0.2 become close to the advertising ratios of 
the car models "a" and "b" of 0.7 and 0.3. 
[0069] As described above, according to the advertis- 
ing system using a three-dimensional interactive game 
system in Embodiment 2, in the case where there are a 
plurality of advertising objects, the advertising ratios of 
the respective advertising objects are set, and the eval- 
uation value of each scene in which characters assigned 
the advertising objects are dynamically set by the story 
development control part 60 so that the actual advertis- 
ing amounts of the objects become close to the adver- 
tising ratios, whereby the advertising objects can be ef- 
fectively displayed and advertised to a game user. 

Embodiment 3 

[0070] According to an advertising system using a 
three-dimensional interactive game system in Embodi- 
ment 3, in addition to a three-dimensional advertising 
character corresponding to an advertising object, a 
three-dimensional comparative character for compara- 
tive advertising is prepared so that a user can virtually 
experience advantageous points of the object such as 
performance by comparing the characters, whereby the 
object can be effectively displayed and advertised. 
[0071] Figure 7 is a block diagram showing a sche- 
matic structure of the advertising system using a three- 
dimensional interactive game system in Embodiment 3 
according to the present invention. In actual implemen- 
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tation, the components of the advertising system may 
be composed of dedicated devices. It may also be pos- 
sible that processing steps are described as computer 
software using a CPU, a memory, and the like. 
[0072] As shown in Figure 7, the advertising system 
includes a game story providing part 10a, a character 
management part 20a, a data input part 30a, a three- 
dimensional polygon data input part 31a, an attribute in- 
put part 32a, a three-dimensional advertising character 
generating part 40a, a polygon assignment part 41 a, an 
attribute reflecting part 42a, a story development control 
part 60a, a game performing part 50a, a user interface 
(l/F) 51 , a display part 70, a communication interface (I/ 
F) 80, and a network 90. In Figure 7, a CPU, a memory, 
and various devices required for controlling a computer 
system are not shown. Each component of the adver- 
tising system using a three-dimensional interactive 
game system may be a dedicated device, or a library 
describing the processing steps thereof as software. 
[0073] In Embodiment 3, there are an advertising ob- 
ject and a comparative object, so that each element is 
adapted to deal with them. 

[0074] It is assumed that a three-dimensional adver- 
tising character and a three-dimensional comparative 
character that belong to the same category appear in a 
game story provided by the game story providing part 
10a, and the game story contains a comparative adver- 
tising scene representing the difference between the 
three-dimensional advertising character and the three- 
dimensional comparative character (i.e., the distinctive 
features or advantageous points of the three-dimen- 
sional advertising character). 

[0075] Furthermore, it is assumed that the character 
management part 20a manages the three-dimensional 
advertising character and the comparative character. 
[0076] The data input part 30a receives an input of a 
plurality of data containing the advertising object and the 
comparative object. That is, the three-dimensional pol- 
ygon data input part 31 is used for inputting data con- 
taining three-dimensional polygon data of the advertis- 
ing object and the comparative object. The attribute in- 
put part 32 is used for inputting data containing attribute 
data of the advertising object and the comparative ob- 
ject. The attribute input part 32 allows data such as a 
function and performance (i.e., selling points) of the ad- 
vertising object to be input as attribute data of the ad- 
vertising object. 

[0077] The three-dimensional character generating 
part 40a generates a three-dimensional advertising 
character and a three-dimensional comparative charac- 
ter. The polygon assignment part 41a assigns three-di- 
mensional polygon data to a three-dimensional adver- 
tising character selected with respect to the advertising 
object and a three-dimensional comparative character 
selected with respect to the comparative object. The at- 
tribute reflecting part 42a reflects attribute data on the 
advertising character and the comparative character. 
More specifically, the advertising object is reproduced 



as the three-dimensional advertising character in a 
three-dimensional virtual space, and the comparative 
object is reproduced as the three-dimensional compar- 
ative character in the three-dimensional virtual space. 

5 A user can experience the selling points (e.g., function 
and performance) of the advertising object through the 
reproduced three-dimensional advertising character. In 
contrast, the three-dimensional comparative character 
does not have the same selling points (e.g., function and 

10 performance) as the advertising object. Therefore, the 
advantageous points of the advertising object can 
strongly appeal to a user, based on the difference be- 
tween the advertising object and the comparative ob- 
ject. 

15 [0078] A user can virtually experience advantageous 
points of the advertising object by comparing the three- 
dimensional advertising character with the three-dimen- 
sional comparative character in the three-dimensional 
virtual space. 

20 [0079] The story development control part 60a dy- 
namically sets an evaluation value of a comparative ad- 
vertising scene provided by the game story providing 
part 10a at a higher value. Therefore, a user can expe- 
rience the advantageous points of the advertising object 

25 through a game, whereby the advertising object can be 
effectively displayed and advertised. 
[0080] Hereinafter, an example of advertisement 
comparison in the advertising system in Embodiment 3 
will be described with reference to a flow chart in Figure 

30 8. In this example, it is assumed that the advertising ob- 
ject is a car model "a", and the comparative object is a 
car model "c". It is also assumed that the car model "a" 
has ABS for improved braking, and the car model V 
does not have ABS. 

35 [0081] First, the game story providing part 1 0a selects 
and provides a game containing a comparative adver- 
tising scene of a three-dimensional advertising charac- 
ter and a three-dimensional comparative character (Op- 
eration 801). In this example, it is assumed that the 

40 three-dimensional advertising character and the three- 
dimensional comparative character race against each 
other in the provided game story. Furthermore, the 
game story contains a comparative advertising scene in 
which it is suddenly required to step on the brake in both 

45 the car models "a" and "c" and the car models "a" and 
"c" are manipulated by steering during hard braking. 
[0082] The character management part 20a manages 
characters in the game including a three-dimensional 
advertising character "A" and a comparative character 

50 "C" (Operation 802). 

[0083] Three-dimensional polygon data of the car 
model "a" to be the advertising object and three-dimen- 
sional polygon data of the car model "c" to be the com- 
parative object are input through the three-dimensional 

55 polygon data input part 31a, and attributes of the adver- 
tising object and those of the comparative object are in- 
put through the attribute input part 32a (Operation 803). 
Herein, the attribute information of the advertising object 
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contains attribute data on the ABS, and attribute infor- 
mation of the comparative object contains attribute data 
on a standard brake, without containing attribute data 
on the ABS. 

[0084] Next, the polygon assignment part 4 1 a assigns 5 
three-dimensional polygon data of the advertising object 
to the three-dimensional advertising character, whereby 
the outer appearance of the three-dimensional advertis- 
ing character becomes that of the car model "a"; and the 
polygon assignment part 41 a assigns three-dimension- 10 
ai polygon data of the comparative object to the com- 
parative character, whereby the outer appearance of the 
comparative character becomes that of the car model 
"c" (Operation 804). Furthermore, the attribute reflecting 
part 42a reflects the attributes of the advertising object 15 
on those of the three-dimensional advertising character, 
whereby the brake performance of the three-dimension- 
al advertising character becomes that of the car model 
"a" equipped with ABS; and the attribute reflecting part 
42a reflects the attributes of the comparative object on 20 
those of the comparative character, whereby the brake 
performance of the comparative character becomes 
that of the car model "c" having standard brake perform- 
ance (Operation 805). In this manner, the car model "a" 
that is the advertising object and the car model V that 25 
is the comparative object are reproduced in a three-di- 
mensional virtual space. 

[0085] A user starts a game, and the game is per- 
formed by the game performing part 50a (Operation 
806). For example, a user manipulates a car of the 30 
three-dimensional advertising character, and races 
against a car of the three-dimensional comparative 
character that runs automatically (or vice versa). 
[0086] The story development control part 60a dy- 
namically sets an evaluation value of a comparative ad- 35 
vertising scene at a higher value (Operation 807). More 
specifically, the story development control part 60a sets 
and changes the evaluation value of the comparative 
advertising scene, in which it is required to suddenly 
step on the brake because of some obstacle, at a higher 40 
value. 

[0087] The game performing part 50a shifts to the 
comparative advertising scene based on the evaluation 
value set and changed by the story development control 
part 60a, and allows a user to experience the compar- 45 
ative advertising scene (Operation 808). The brake 
function is performed in both the car of the three-dimen- 
sional advertising character and the car of the three-di- 
mensional comparative character. The three-dimen- 
sional advertising character "A" is virtually equipped 50 
with an ABS function; therefore, a user can virtually ex- 
perience the state where a steering wheel can be ma- 
nipulated to some degree while the user suddenly steps 
on the brake. On the other hand, the comparative char- 
acter "C" is not equipped with an ABS function; there- 55 
fore, a user can also experience the state where tires 
are locked to disable control of a car (even though the 
user tries to manipulate a steering wheel) when the user 



suddenly steps on the brake. 

[0088] As described above, according to the advertis- 
ing system using a three-dimensional interactive game 
system according to the present invention, in addition to 
a three-dimensional advertising character correspond- 
ing to an advertising object, a three-dimensional com- 
parative character for comparison of advertisements is 
prepared so that a user can virtually experience advan- 
tageous points of the object such as performance 
through comparison of advertisements, whereby the ob- 
ject can be effectively displayed and advertised to a us- 
er. 

Embodiment 4 

[0089] According to an advertising system using a 
three-dimensional interactive game system in Embodi- 
ment 4, advertising actions to be performed by a three- 
dimensional advertising character are accumulated as 
knowledge, and a scene for advertising an advertising 
object is autonomously generated, utilizing the knowl- 
edge. 

[0090] Figure 9 is a block diagram showing a sche- 
matic structure of the advertising system using a three- 
dimensional interactive game system in Embodiment 4. 
In actual implementation, the components of the adver- 
tising system may be composed of dedicated devices. 
It may also be possible that processing steps are de- 
scribed as computer software using a CPU, a memory, 
and the like. 

[0091] As shown in Figure 9, in addition to the game 
story providing part 10, the character management part 
20, the data input part 30, the three-dimensional poly- 
gon data input part 31, the attribute input part 32, the 
three-dimensional advertising character generating part 
40, the polygon assignment part 41 , the attribute reflect- 
ing part 42, the story development control part 60, the 
game performing part 50, the user interface (I/O) 51 , the 
display part 70, the communication interface (I/O) 80, 
and the network 90, the advertising system in the 
present embodiment includes an advertising action 
knowledge accumulating part 130 and a program gen- 
erating part 140. In Figure 9, a CPU, a memory, and var- 
ious devices required for controlling a computer system 
are not shown. Each component of the advertising sys- 
tem using a three-dimensional interactive game system 
may be a dedicated device, or a library describing the 
processing steps thereof as software. 
[0092] The advertising action knowledge accumulat- 
ing part 1 30 accumulates, as knowledge, advertising ac- 
tions to be performed by a three-dimensional advertis- 
ing character The advertising action knowledge accu- 
mulating part 130 accumulates knowledge regarding 
advertising actions given in the past and knowledge re- 
garding previously given advertising actions. In this 
manner, the advertising system using a three-dimen- 
sional interactive game system in Embodiment 4 can 
learn its own actions regarding advertisement and pat- 
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tern them. 

[0093] The program generating part 140 receives an 
input of action instruction regarding advertisement from 
a system manager or the like, and autonomously gen- 
erates a program for actions regarding advertisement, 
based on the knowledge of the actions regarding adver- 
tisement accumulated in the advertising action knowl- 
edge accumulating part 1 30. In order to facilitate auton- 
omous generation of a program, the program generating 
part 140 is provided with various libraries, and combines 
program modules with each other based on object-ori- 
ented programming, for example. 
[0094] According to the advertising system using a 
three-dimensional interactive game system according 
to the present invention, as described in the above em- 
bodiments, the character management part 20 manag- 
es a character. Furthermore, an advertising object can 
be generated as a three-dimensional character by the 
data input part 30, the three-dimensional advertising 
character generating part 40, the polygon assignment 
part 41 , and the attribute reflecting part 42. A stage set 
and a character are separately generated, so that the 
recombination of the stage set and the character and 
that of actions can be easily performed. Thus, the ad- 
vertising system in the present embodiment has a struc- 
ture suitable for autonomous generation of a program. 
[0095] Furthermore, an instruction given to the adver- 
tising system by an advertising promoter or a system 
manager may become easy, as the accumulated knowl- 
edge in the advertising action knowledge accumulating 
part 1 30 and libraries in the program generating part 1 40 
become satisfactory. In other words, the game back- 
ground or setting are easily changed without needing 
expert programming. 

[0096] As described above, according to an advertis- 
ing system using a three-dimensional interactive game 
system in Embodiment 4, advertising actions to be per- 
formed by a three-dimensional advertising character are 
accumulated as knowledge, and a scene advertising an 
advertising object is autonomously generated, utilizing 
the knowledge. 

Embodiment 5 

[0097] An advertising system using a three-dimen- 
sional interactive game system in Embodiment 5 allows 
a user to perform a predetermined manipulation through 
a game and to play a game with a three-dimensional 
advertising character for a long period of time, using a 
prize as an incentive, thereby inducing the user to ex- 
perience the three-dimensional advertising character. 
[0098] Figure 10 is a block diagram showing a sche- 
matic structure of the advertising system using a three- 
dimensional interactive game system in Embodiment 5 
according to the present invention. In actual implemen- 
tation, the components of the advertising system may 
be composed of dedicated devices. It may also be pos- 
sible that processing steps are described as computer 



software using a CPU, a memory, and the like. 
[0099] As shown in Figure 1 0, in addition to the game 
story providing part 10, the character management part 
20, the data input part 30, the three-dimensional poly- 

5 gon data input part 31, the attribute input part 32, the 
three-dimensional advertising character generating part 
40, the polygon assignment part 41 , the attribute reflect- 
ing part 42, the story development control part 60, the 
game performing part 50, the user interface (l/F) 51 , the 

10 display part 70, the communication interface (l/F) 80, 
and the network 90, the advertising system in the 
present embodiment includes an advertising coopera- 
tion action setting part 150 and a prize providing part 
160. In Figure 10, a CPU, a memory, and various devic- 
es es required for controlling a computer system are not 
shown. Each component of the advertising system us- 
ing a three-dimensional interactive game system may 
be a dedicated device, or a library describing the 
processing steps thereof as software. 

20 [0100] The advertising cooperation action setting part 
150 sets a user's predetermined manipulation using a 
three-dimensional advertising character as an advertis- 
ing cooperation action. A predetermined manipulation 
may be the use of performance of an advertising object, 

25 which an advertisement provider desires to make ap- 
pealing, or a time-consuming manipulation or an inter- 
esting manipulation for allowing a user to play for a long 
period of time, it may also be a manipulation for allowing 
a user to answer questions about his hobbies or family 

30 so as to collect information on the user. 

[0101] The prize providing part 160 determines the 
amount of a prize in accordance with the performing 
state of the set advertising cooperation action and gives 
the prize to a user. That is, the prize providing part 160 

35 gives an incentive for a user to perform an advertising 
cooperation action. Although there is no particular limit 
to the content of a prize, it may be a discount ticket for 
an advertising article, a discount ticket for another article 
that is not closely related to the advertising article, a 

40 small giveaway article, etc. 

[01 02] The story development control part 60 may dy- 
namically adjust the difficulty of an advertising cooper- 
ation action so as to allow a user to perform the adver- 
tising cooperation action for a long period of time. 

45 [0103] Examples of the above will be described. It is 
assumed that the advertising system is placed in a car 
dealer, an advertising object is a particular car model 
"a", and an advertising cooperation action set by the ad- 
vertising cooperation action setting part 150 is such that 

50 a user drives the car model "a H on a three-dimensional 
virtual street, and chases and catches an artificial crea- 
ture that is a mascot character of the car model "a". It is 
also assumed that the prize given by the prize providing 
part 160 is a doll of the artificial creature. 

55 [01 04] For example, a game of the advertising system 
placed in the car dealer employs upbeat music and an 
artificial creature having cute behavior. On an initial 
screen, the content of the game is described, and the 
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prize of the game is introduced. A user who is attracted 
by a game starts it to perform the advertising coopera- 
tion action. That is, the user drives the car model "a" on 
a three-dimensional virtual street, and chases the artifi- 
cial creature that is an image character of the car model 
"a". 

[0105] The story development control part 60 controls 
the development of a story, considering a game per- 
forming time of the user and the like. Furthermore, a 
frustration factor (the user almost catches the artificial 
creature but fails) is effective for allowing a game oper- 
ator to keep interest in the game. 
[0106] In the case where the user has caught the ar- 
tificial creature, the prize providing part 160 presents a 
prize (i.e., an image character doll) to the user for the 
achievement of the advertising cooperation action. In 
this case, an exchange ticket may be issued, or a sales 
attendant may be informed of the fact that the prize will 
be given to the user. 

[0107] As described above, the advertising system 
using a three-dimensional interactive game system in 
Embodiment 5 allows a user to perform a predetermined 
manipulation through a game, using a prize as an incen- 
tive, thereby inducing the user to experience a three- 
dimensional advertising character. 

Embodiment 6 

[0108] An advertising system using a three-dimen- 
sional interactive game system in Embodiment 6 de- 
tects a user's inclination, and dynamically adjusts the 
development of a game story in accordance with the us- 
er's inclination, thereby performing effective advertise- 
ment customized to the user. 

[0109] Figure 11 is a block diagram showing a sche- 
matic structure of the advertising system using a three- 
dimensional interactive game system in Embodiment 6 
according to the present invention. As shown in Figure 
11, in addition to the game story providing part 10, the 
character management part 20, the data input part 30, 
the three-dimensional polygon data input part 31, the 
attribute input part 32, the three-dimensional advertising 
character generating part 40, the polygon assignment 
part 41, the attribute reflecting part 42, the story devel- 
opment control part 60, the game performing part 50, 
the user interface (l/F) 51 , the display part 70, the com- 
munication interface (l/F) 80, and the network 90, the 
advertising system in the present embodiment includes 
a user's inclination detecting part 170. 
[0110] The user's inclination detecting part 170 de- 
tects user's inclination. There is no particular limit to a 
method for detecting user's inclination. For example, the 
activity of a user can be presumed based on the user's 
behavior in a game, the number of mouse clicks, etc., 
and the skillfulness of a game operation can also be de- 
tected. The story development control part 60 changes 
the development of a story based on user's inclination 
detected by the user's inclination detecting part 170. 



[01 11] A user can also input his or her inclination. If a 
user is allowed to input user's inclination, such as pref- 
erence of the shape of a game character, color prefer- 
ence, and preference of background music, data re- 
5 garding a character suitable for user's inclination can be 
input through the data input part 30, and a character is 
regenerated and customized by the polygon assign- 
ment part 41 and the attribute reflecting part 42 of the 
three-dimensional advertising character 40. 
10 [01 12] It is also possible for a user to input the level 
of a game content. The story development control part 
60 changes the development of a story and adjust the 
level of the game content, in accordance with the input 
level (e.g. style or difficulty) of the game content. 
15 [0113] As described above, the advertising system 
using a three-dimensional interactive game system in 
Embodiment 6 detects user's inclination, and dynami- 
cally adjusts the development of a game story in accord- 
ance with the user's inclination, thereby performing ef- 
20 fective advertisement customized to the user. 

Embodiment 7 

[0114] An advertising system using a three-dimen- 
25 sional interactive game system according to the present 
invention is capable of downloading an interactive game 
story and data regarding a three-dimensional advertis- 
ing character through a network medium. Therefore, the 
advertising system in the present embodiment is provid- 
30 ed with a digital image transmitting/receiving apparatus 
designed for network media. Examples of the network 
media include a next generation digital TV network and 
the Internet through which three-dimensional data is 
transmitted/received. Both cable and radio network me- 
35 dia can be used. 

Embodiment 8 

[0115] An advertising system using a three-dimen- 

40 sional interactive game system according to the present 
invention can be constructed, using various kinds of 
computers, by a program that describes processes re- 
alizing the above-mentioned structure. Such a program 
may be downloaded over a network or stored onto a 

45 computer-readable recording medium. Examples of the 
recording medium that stores a program including proc- 
esses realizing the advertising system include a record- 
ing medium 200 in a storage device on the network and 
a recording medium 205 such as a hard disk and an 

50 RAM of a computer, as well as a portable recording me- 
dium 201 such as a CD-ROM 202 and a flexible disk 
203. In execution, the program is loaded onto the com- 
puter 204 and executed on a main memory. 
[0116] The advertising system using a three-dimen- 

55 sional interactive game system of the present invention 
displays an advertising article three-dimensionally, al- 
lows a user to perform an interactive manipulation close 
to virtual reality, increase the advertising information 
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amount of the advertising object through a game oper- 
ation, and allows the user to interactively experience the 
advertising object in a three-dimensional virtual space. 
If the advertising system is placed in a shop, the adver- 
tising article can be effectively advertised, which leads 5 
to the enhancement of service to customers. 
[0117] The advertising system of the present inven- 
tion allows a user to enjoy an interactive game as a main 
purpose, to naturally recognize an advertising object as 
a game character, and to see and hear the advertising 10 
object. Furthermore, the advertising system can dynam- 
ically induce the development of a game story so that 
selling points of the advertising object are emphasized. 
Thus, the advertising object can be effectively displayed 
and advertised. 15 
[01 1 8] Furthermore, in the case where there are a plu- 
rality of advertising objects, the advertising amounts of 
the respective advertising objects can be set as adver- 
tising ratios, whereby each advertising object can be ad- 
vertised with an appropriate balance. 20 
[0119] Furthermore, the advertising system of the 
present invention allows a user to experience advanta- 
geous points of an advertising object in a three-dimen- 
sional interactive manner by means of comparative ad- 
vertisement using a comparative object. Furthermore, if 25 
a scene for advertising the advertising object is auton- 
omously generated using knowledge, it is no longer re- 
quired to give detailed setting and instruction, whereby 
the advertising system can be efficiently constructed. 
Furthermore, if a user is allowed to perform an advertis- 30 
ing cooperation action through a manipulation of a 
three-dimensional advertising character, using a prize 
as an incentive, the user can experience the advertising 
object assigned to the three-dimensional advertising 
character. 35 



Claims 

1. A three-dimensional interactive game system, com- 40 
prising a three-dimensional character, which has 
predetermined attributes and is assigned a plurality 

of three-dimensional polygon data, so that the 
three-dimensional character replaces an object to 
be displayed as a character in an interactive game, 45 

wherein a user is allowed to perform an inter- 
active manipulation through a user interface, using 
the three-dimensional character that replaces the 
object in the interactive game, thereby playing the 
game. 50 

2. An advertising system using a three-dimensional in- 
teractive game system, comprising: 

a setting part for setting a three-dimensional 55 
advertising character in an interactive game, 
which has predetermined attributes and is as- 
signed three-dimensional polygon data of an 



advertising object, as a game character in a 
three-dimensional virtual space;and 
a game performing part for allowing a user to 
interactively manipulate the three-dimensional 
advertising character through a user interface, 
wherein the advertising object is advertised by 
allowing the user to virtually experience the ad- 
vertising object in the three-dimensional virtual 
space. 

3. An advertising system using a three-dimensional in- 
teractive game system; comprising: 

a game story providing part for, in a case where 
there are a plurality of selective scenes to be 
developed after a certain scene, providing an 
interactive game story in which a next scene is 
determined based on an evaluation value of the 
certain scene for evaluating which scene is to 
be developed next; 

a character management part for managing 
characters appearing in a game; 
a three-dimensional polygon data input part for 
inputting three-dimensional polygon data of an 
advertising object; 

a three-dimensional advertising character gen- 
erating part for generating a three-dimensional 
advertising character, provided with a polygon 
assignment part for assigning the three-dimen- 
sional polygon data of the advertising object to 
a character selected from the characters man- 
aged by the character management part; 
a story development control part for dynamical- 
ly setting an evaluation value to be assigned to 
each scene in a development of a game story; 
and 

a game performing part for performing a game 
through a user interface, 
wherein the story development control part dy- 
namically sets an evaluation value of a scene, 
in which the three-dimensional advertising 
character appears, to be higher than an evalu- 
ation value of a scene in which the three-dimen- 
sional advertising character does not appear, 
and the scene including the advertising object 
is preferentially displayed and advertised to a 
game user. 

4. An advertising system using a three-dimensional in- 
teractive game system according to claim 3, in 
which there are a plurality of advertising objects, the 
advertising system comprising: 

an advertising ratio input part for inputting ad- 
vertising ratios of the respective advertising ob- 
jects; and 

an advertising amount comparing part for de- 
tecting advertising amounts of the respective 
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advertising objects and comparing them with 
each other, 

wherein the three-dimensional polygon data in- 
put part is used for inputting three-dimensional 
polygon data of the plurality of advertising ob- 5 
jects, 

the three-dimensional advertising character 
generating part assigns the three-dimensional 
polygon data of the advertising objects to each 
selected character to generate respective 10 
three-dimensional advertising characters, 
the advertising amount comparing part com- 
pares the advertising amounts of scenes with 
each other in which the three-dimensional ad- 
vertising characters appear, and 15 
the story development control part dynamically 
adjusts evaluation values of the scenes in 
which the three-dimensional advertising char- 
acters appear so that the compared advertising 
amounts of the advertising objects become 20 
close to the advertising ratios. 

An advertising system using a three-dimensional in- 
teractive game system according to claim 3 or 4, 
further comprising an attribute input part for input- 25 
ting attributes of the advertising object, the three- 
dimensional advertising character generating part 
including an attribute reflecting part for reflecting the 
input attributes of the advertising object on at- 
tributes of the three-dimensional advertising char- 30 
acter, 

wherein the game user is allowed to virtually 
experience the attributes of the advertising object. 

An advertising system using a three-dimensional in- 35 
teractive game system according to claim 5, 

wherein a three-dimensional advertising char- 
acter and a comparative character that belong 
to the same category appear in the game story 40 
provided by the game story providing part, the 
game story including a comparative advertising 
scene showing at least one advantageous point 
of the three-dimensional advertising character, 
which is a difference between the three-dimen- 45 
sional advertising character and the compara- 
tive character, 

the three-dimensional polygon data input part 
is used for inputting three-dimensional polygon 
data of an advertising object and three-dimen- 50 
sional polygon data of a comparative object, 
the attribute input part is used for inputting at- 
tributes of the advertising object and attributes 
of the comparative object, 

the character generating part uses the polygon 55 
assignment part to assign the three-dimension- 
al polygon data of the advertising object to a 
character to be a three-dimensional advertising 



character, and to assign the three-dimensional 
polygon data of the comparative object to a 
character to be a three-dimensional compara- 
tive character; and the character generating 
part uses the attribute reflecting part to reflect 
the input attributes of the advertising object on 
attributes of the three-dimensional advertising 
character, and to reflect the input attributes of 
the comparative object on attributes of the 
three-dimensional comparative character, and 
the story development control part dynamically 
sets the comparative advertising scene at a 
higher value, thereby preferentially displaying 
and advertising the advantageous points of the 
advertising object to the game user. 

7. An advertising system using a three-dimensional in- 
teractive game system according to any one of 
claims 1 to 6, further comprising an advertising ac- 
tion knowledge accumulating part for accumulating 
an advertising action to be performed by the three- 
dimensional advertising character as knowledge, 

wherein a scene for advertising the advertis- 
ing object is autonomously generated, using knowl- 
edge in the advertising action knowledge accumu- 
lating part. 

8. An advertising system using a three-dimensional in- 
teractive game system according to any one of 
claims 1 to 7, further comprising: 

an advertising cooperation action setting part 
for setting a predetermined manipulation using 
the three-dimensional advertising character as 
an advertising cooperation action; and 
a prize providing part for determining an 
amount of a prize to be provided, in accordance 
with a performing state of the set advertising 
cooperation action, and providing the prize, 
wherein the prize is used as an incentive to al- 
low a user to perform the advertising coopera- 
tion action through a manipulation of the three- 
dimensional advertising character, and to allow 
the user to experience the advertising object 
assigned to the three-dimensional advertising 
character. 

9. An advertising system using a three-dimensional in- 
teractive game system according to any one of 
claims 1 to 8, further comprising a user's inclination 
detecting part for detecting a user's inclination such 
as ability or preference, 

wherein the story development control part 
dynamically changes a development of a story 
based on the detected user's inclination. 

10. An advertising system using a three-dimensional in- 
teractive game system according to claims 1 to 9, 
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further comprising a digital image transmitting/ re- 
ceiving apparatus that downloads the interactive 
game story and data regarding the three-dimen- 
sional advertising character through a network me- 
dium. 5 

1 1. A program for realizing a three-dimensional interac- 
tive game system, the program comprising program 
code means carrying out the functions of: 

10 

generating a three-dimensional character, 
which has predetermined attributes and is as- 
signed a plurality of three-dimensional polygon 
data, so that the three-dimensional character 
replaces an object to be displayed as a charac- 1$ 
ter in an interactive game; and 
allowing a user to perform an interactive manip- 
ulation through a user interface, using the 
three-dimensional character that replaces the 
object in the interactive game, thereby perform- 20 
ing the game. 

12. A program for realizing an advertising system using 
a three-dimensional interactive game system that 
effectively displays and advertises an advertising 25 
object to a game user, the program comprising pro- 
gram code means for: 

a game story providing operation for, in a case 
where there are plurality of selective scenes to 30 
be developed after a certain scene, providing 
an interactive game story in which a next scene 
is determined based on an evaluation value of 
the certain scene for evaluating which scene is 
to be developed next; 

a character management operation for manag- 
ing characters appearing in a game; 
a three-dimensional polygon data input opera- 
tion for inputting three-dimensional polygon da- 
ta of an advertising object; 
a three-dimensional advertising character gen- 
erating operation for generating a three-dimen- 
sional advertising character, including a poly- 
gon assignment operation for assigning the 
three-dimensional polygon data of the advertis- 
ing object to a character selected from the char- 
acters managed in the character management 
operation; 

a story development control operation for dy- 
namically setting an evaluation value to be as- 
signed to each scene in a development of a 
game story; and 

a game performing operation for performing a 
game through a user interface, 
wherein the story development control opera- 
tion dynamically sets an evaluation value of a 
scene, in which the three-dimensional advertis- 
ing character appears, to be higher than an 



evaluation value of a scene in which the three- 
dimensional advertising character does not ap- 
pear, and the scene including the advertising 
object is preferentially displayed and adver- 
tised to a game user. 

13. A computer-readable recording medium storing the 
program of claim 11 or 12. 
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Start 



A game story providing part prepares 
and provides a game 



A character management part detects characters 
appearing in the game provided by the game story 
providing part and manages each character 



An advertigement provider inputs data regarding an 

advertising abject through a three-dimensional 
polygon data input part and an attribute input part 



A three-dimensional advertising character 
generating part uses a polygon assignment part to 
assing the three-dimensional polygon data of the 

advertising object to a selected character 



The three-dimensional advertising character 
generating part uses an attribute reflecting part to 
reflect attributes of the advertising object on 
those of the three-dimensional character 



A user starts performing the game through 
a user interface of a game performing part 



A story development control part dynamically sets 

an evaluation value assigned to each scene 
in a development of a game story 
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A game story providing part selects and provides a 

game including a comparative advertising scene of a 

car of a three-dimensional advertising character and 

a car of a three-dimensional comparative character 

I ~ 

A character management part manages characters 
in the game including a three-dimensional advertising 
character A and a comparative charater C 
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Three-dimensional polygon data of an advertising object 
and that of a comparative object are input through a 

three-dimensional polygon data input part, and attributes 
of the advertisng object and those of the comparative 
object are input through an attribute input part 
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A polygon assignment part assigns the three-dimensional 
polygon data to a three-dimensional advertising character 
and a three-dimensional comparative character 

An attribute reflecting part reflects the attributes of the 

three-dimensional advertising object and the three- 
dimensional comparative object on those of the three- 
dimensional advertising character and the three- 
dimensional comparative character,respectively 



A user starts performing the game through a use 
interface of a geme performing part 
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A story development control part dynamically sets an 
evaluation value of a comparative advertisng scene so 
as to be higher 
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The game performing part shifts to the comparative 
advertising scene based on the evaluation value set and 
changed by the story development control part, thereby 
allowing a user to experience the comparative 
advertising scene 
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